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Hello again everyone. So here we are, Issue 2. The most obvious 
change that people will notice in this issue of Genesis is the larger size 
- 30+ pages as ples fo 20 for Issue 1. This has meant a lot more 


a “also jeank that v we ran a little over time. We'v ve finally got here 


though, and we il wake and avoid the problems that caused the delays !n 


the future. 


The headliner for this | issue is The Leading mage, a Shadowrun/ 
The pOsare! hired to steal Dans for a new motor racing car - but in the 
world of high stakes Corporate- sponsored motor racing, things are not 
always as they seem. Included with the scenario is a short snippet of 
wentett sila when we a ie the scenario. 


: ‘Bide Fr Runner. Role. _in.these, Fastjax seeks to make some rules - 
though not necessarily definitive ones - for how Replicants would live 


in Cyberpunk and Shadowrun, and how the Blade Runners, the cops 
who chase the Replicants, would also. I’m looking forward to using 
Replicants in my own next game of Shadowrun. 


Null-G Blues is fiction of my own creation and is the story of two 
Orbital platform security officers chasing down a serial murderer - one 
with an inane ability.to oid leaving clues. 

Havik joins u and it seems he is going to be a regular — 
contributor which is a great boon for us. This time he gives us High 
Seas to High Orbi run down on the history of pirates and some 
speculation on howthey may operate in the future. This is mixed in with 
helpful little hints for role playing games set in various times. 


Joining ourteam of contributors this issue are Ice, agoodfriendand — 


regular computer games player who reviews Warlords 2, and Hugh 


~ awhileagoand w 
~ themselves. Tt w. 


Mungus, an on-line user who happened to mention he had played Dark — 


Sun. and tatlacked him to: write a review on it (though he didn’t require 
much convincing!) My friend Hugh also believes himself to be one of — 


the best computer games players in the world, though I'm sure there _ 
are many peor ut there who would argue with him! 
Fastjax pops upa again th a review of Underground, a game that 
sent us drooling with it's gorgeous graphics and layup. 
Finally, two of us went out and visited Cyberspace Virtual Reality 


inc uded a review of the centre and the games 
excellent experience and one that all serious — 


gamers should try! 


As you can probably fell, ‘we ‘re happy and excited with Genesis. 
We know the learning curve for this magazine will probably never stop — 


you are getting. as much enjeyment out of this magazine as you would | 


like - if you aren’t then let us know! We are always willing to listen to ) 
what people have to say about the magazine, praise or constructive 
critisem. So don't hesitate to write to us. And if you have some nifty — 
little idea for a scenario, or rules modifications for any system you care 


to think of, write an article and send it to us. I’m sure there are other 
people out there who want to read of and try out your idea. The other 


= Dons is inal you. getions see eyour name Beep in igs well, print anyway. 
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issues. It’s all much aeprectigd! 
Write on! 


Deremy Sadler 
2 


(This is the full text of a letter we received 
shortly before printing) 


Dear Genesis, 

In regards to your first edition, 
congratulations on a great magazine. But in 
future | do believe it will pay off if you check 
your Scenarios more carefully. | am G.M. of 
a Shadowrun group so | will be referring to the 
Shadowrun sections. Everything is there 
except.for the write ups for the six street 
. (or should | do those myself?), the 
of Peter Jennings, all of the attributes 
-the«Scorpion and an understandable 
description of the way a Scorpion takes 


ades" are init's hands, are they spurs or 
azors. 
ould like to see Shadowrun covered in 
Ol ture editions plus Cyberpunk 
ige in game orientation wouid 
any magazines concentrate 
sy role-playing games. It would be 
nice if you didn't branch out too much but 
maybe do one type of miniature game, i.e. the 
40,000 Universe as a supplement to 
Shadowrun and Cyberpunk. 

ast thing. On your computer games 
views you should include how big the game 
is.and on what computers you can run the 


ause this letter deals mostly with the 
run/Cyberpunk scenario published last 
os have handed over the job of ieee 


Alistair, 
Thanks fortaking an interest in my scenario. 
4 noticed | didn’t place separate 
ions of the NPCs in the scenario. | 
e to totally dictate everything in the 
ios | write because | have found that | 
1ave to modify a scenario ‘on the fly’ as 
it is being played to suit the group playing. 
lly when designing a scenario | 
conceals more on the overail plot and 
important details. | generally only have a base 
guide for NPCs so you can make them up to 
suite yourself. 

As far as the Scorpions are concerned, | 
never had any stats for them bar what is 
included with the scenario. If the players are 
silly enough to fool with them they will do their 
very best to kill ail or mest of the players. The 
damage system for them is different because 
| thought that using a normal damage system 
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for this many small and fast objects would be 
cumbersome and difficult so | built this quick and 
nasty one where each time they get hit they slow 
down (by 2 points on to hit rolls) with the fourth hit 
killing them. | thought that if they got into combat, 
whenever a player hit one, | would just say “You 
hit it, knocked it off the pipe and onto the floor’ and 
then next action, “it has got up again, but seems 
to be moving slower.” You can simply adjust the 
number of ‘hits’ a scorpion takes according to the 
guns your team is using. 

With the biades in the hands of the Angel, weil, 
putin what you thinkis appropriate. Butremember, 
the idea is to scare the living hell out of the players. 
There’s always something | forget to do and this 
time it appears to have been the Gunnery skill for 
the Angels. | would suggest a skill around 8 -10 
for them. This is because they are machines and 
will tend to be deadly accurate. After all the whole 
emphasis of the Scorpions and Angels is NOT to 
get into a scrape with them. 

| hope this has been helpful and Ill ask our 
games reviewers to add the information about 
game size and machines for future issues. 

Spartacus. 


(Now it's my turn!) 


Hi Alistair, 

I'l try and avoid echoing any of Spari's 
sentiments and stick merely with things that I find 
relevant. 

First of all, thank you for the compliment about 
the magazine. It's greatly appreciated when 
someone lets us know that they think we are doing 
a good job. 

| assisted Spartacus in some of the design of 
Treasure Hunt, and itis true that we only ever had 
the stats that appeared in the magazine for both 
types of machines. ! believe because of their 
function they would only need those stats, however 
if you feel the need to fill them out then there is 
nothing stopping you! As Spartacus said, he likes 
to change things in scenarios on the go, and we 
make sure we leave enough room for G.Ms to add 
in their own ideas to any scenario we publish. 

As for the games coverage, we are looking to 
cover as much as we can of as many game 
systems as we can. The emphasis for the first 
issue (and this) has been on Shadowrun and 
Cyberpunk because those are the games we are 
playing ourselves at this time. This doesn't mean 
that as our interests change, so will the magazine. 
It just means that we intend to add variety to that 
which is Genesis, so that it is not a "Shadowrun/ 
Cyberpunk magazine" but a “gaming magazine”. 

Lastly, the computer games reviews - this has 
already been improved on as you can see in this 
issue (mention made of on what computer the 
game was tested) and with your suggestions, it 
can be made even better for issue 3. 

Thanks for the feedback Alistair. 
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By Fastjax 


Introduction 

The 1982 film Blade Runner has influenced in so many 
ways the Cyberpunk genre, and especially the game itself. The 
style and look of the film carry across to the dark settings where 
players find themselves in Cyberpunk or Shadowrun sessions. 
The vehicles that characters see and drive have been influenced 
~ heavily by the creations of Syd Mead, “Visual Futurist” for the 
film. There is however one surprising part of the film that has 
not been transferred across to the Cyberpunk/Shadowrun 
setting: AReplicants. 

Replicants’, by definition, are genetically created robotic 
humans, virtually indistinguishable from real humans except 
via special “emotional response” tests. Blade Runner follows 
the lives of five Replicants - Leon, Pris, Zhora, Roy and Rachael 
- as they seek out the meaning in their very short lives. In this 
article | intend to describe how | believe Replicants would 
appear in the Cyberpunk/ Shadowrun universe. 

Blade Runner also follows the life of Richard Deckard, an 
ex-policeman re-recruited to hunt down the illegal Replicants. 
Deckard is a Blade Runner, a policeman especially trained in 
the use of the Voight-Kampff test for detecting Replicants. This 
article is followed by "The Blade Runner Role", for use as a PC 
in Cyberpunk or Shadowrun. 


Types of Replicants 


The way a Replicant behaves is determined by the level of 
Mental and Physical Ability it has, and by the training it has 
received, much like a human. Replicants can be trained to do 
almost anything, and learn new tasks much more quickly than 
a human. However, Replicants are usually only trained in one 
or two specific tasks. Training a Replicant too much is a waste 
of time and resources to most companies, due to the Replicant’s 
short life span. 

There are, however, exceptions. As experiments, some 
corporations have trained Replicants more extensively. The 
Tyrell Corporation made the greatest advances in this area, 
easily understandable since it is the creator of the Replicants. 
The Corporation found that a Replicant, implanted with 
memories (see Memory Impiants) and treated like a human, 
acted and believed itself to be human. While a VK test could 
still determine who was Replicant and who was not, it was 
found that the test required more time and investigative skill on 
the part of the conducting Blade Runner. 


Statistic Levels: 


There are three levels for each of the Mental and Physical 
abilities for Replicants. The level that a Replicant has is 
determined at its incept date by what function it is required to 
perform. The levels are as on the following page. 

These statistics are for human-replicants only. Animoids 
(Animal Replicants) are designed on a different scale with 
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instinctive mental and physical abilities similar to that of the real 
animal. 


Memory Implants 


Experiments late in the development of Replicants placed 
memory implants into the minds of the Replicants, giving them 
the emotional “cushion” of human experience and background. 
The only known Replicant created this way was Rachael, 
though this does not discount that more were created. Memory 
Implants mean that the Replicant does not know what it is, but 
believes itself to be human. The Replicant is more emotionally 
stable and able to integrate itself into normal human life. Only 
a Voight-Kampff test, conducted by a very experienced Blade 
Runner, will be able to tell the difference. 

Legalities 

There are several ways that the Replicants could be applied 
in the world of Cyberpunk or Shadowrun. A Game Master is free 
to incorporate Replicants in any way he or she chooses. Some 
suggestions are below: 

The Film Style: Replicants are used off-world for exploration, 
mining and combat. They are illegal on Earth, except within the 
huge arcologies in which they are created. A Replicant found 
trespassing on Earth will be retired on sight by whatever means 
possible by the Blade Runner Officer. Only Blade Runner 
Officers have the legal right to retire a Replicant, though a non- 
Blade Runner character may do so as long as it can be proved 
the victim was a Replicant. This should be incorporated into 
other laws that the Game Master has set up for his or her 
Cyberpunk world: it is not much use barring any character from 
retiring a Replicant if murder is not illegal in the Cyberpunk world 
anyway. Replicants in this style have a four year life span 
(unless the GM decides different) and Blade Runner units are in 
full operation. 

The “Second Class Citizen” style: Replicants are legal 
where ever they are, though they are shunned by humans and 
often congregate into their own slum communities on the 
outskirts of major cities. They are forced to carry identification 
that they are a Replicant. They are afforded little rights and 
protection under Law, and often fail victim to human instigated 
violence. Action Groups within the Replicant communities 
continually fight for equality. Some Replicants have been 
incorporated into human society, and some have even managed 
to hide their past and masquerade as humans. A Replicant 
found attempting to pass as a human will be arrested and either 
forced into a manual labour camp or retired. There are some 
humans who believe that Replicants should be afforded the 
same rights as themselves, but these are few in number. The 
Life span of replicants in this style is completely up to the GM. 
Blade Runner units are small and are more designed as 
“Replicant Relation Units” to keep the normal police away from 
Replicants. 
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Mental Ability (Int): 


Level A- The Replicant is extremely intelligent, possibly 
moreso than its creators. Thought processes are highly developed 
and the ability to “free think”, even theorise, is as much as a 
human. It is a rare Replicant entrusted with Level A Mental 
Ability, and these are usually Replicants for use in research or 
Combat Command Operations. 

Cyberpunk 2020: 12 Shadowrun 2: 10 


Leve/ B - The most common Replicant level of 
intelligence. These Replicants are most like normal humans, 
with average to above average intelligence. Free thinking is as 
much as a human. These replicants have less ability to “think 
through” a situation that a Level A. Level B Replicants are used 
in all fields that a Replicant could possibly be used in. 

Cyberpunk 2020:8 Shadowrun 2:6 


Level C - The lowest of the Replicant ability levels, it 
equates to below average human intelligence. While free 
thinking is the same, the ability to apply those thoughts is limited, 
and a Level C replicant will often require instructions on action. 
Level C replicants are mainly used for simple, manual labour 
tasks or combat under the control of a 
Level A replicant or a human. 

Cyberpunk 2020: 4 

Shadowrun 2: 3 


Physical Ability (Bod/Str'): 


Level A - There is no human equivalent to a Replicant 
of this Physical Ability. Level A signifies extreme fitness health 
and strength. By their nature, most Replicants have Level A 
ability. 

Cyberpunk 2020: 12 Shadowrun 2: 9/7 


Level B - This level equates to that of a very fit 
human. Level B replicants often replace Level A replicants in 
longterm situations where strength and agility are not necessarily 
required - i.e. an office. 

Cyberpunk 2020:9 Shadowrun 2: 6/5 


Levei C - This level equates to that of a normal, 
healthy human. There are few Level C replicants in existence 
because there is no need for them. When used, they are in 
positions were strength is not required. 

Cyberpunk 2020:6 Shadowrun 2: 4/3 


' Strength is used only in Shadowrun 
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The “Fully incorporated” Style: Replicants have been fully 
incorporated into society and while still required to carry 
identification, this is the same as a human’s form of ID and only 
inspection of dates will determine a person’s true identity. inthis 
style, Replicants have the ability to reproduce - thus eliminating 
the se between human and replicant completely. Replicants 
have the same rights as Humans under Law, though groups still 
exist that despise Replicants and persecute them. Some people 
carry grudges against Replicants. Life Spans of Replicants in 
this style is considered to be the same as Humans, and replicant 
tissue will age the same as a human’s, though possibly a little 
slower. Replicants in this style live naturally between 90 and 
130 years. Blade Runner units do not exist. 


Replicants as a PC 


Before a GM should consider allowing player characters to 
be replicants, he or she must decide the legalities involved (see 
Legalities, above). PC Replicanis are easiest but least 
challenging to players in the Fully incorporated Style, while 
hardest for all in the Film Style. The author suggests that if the 
GM is going to use Replicants at all, the Film Style is best. 

Once Legality is decided, the GM then has to decide about 
how a PC would become a Replicant. There are two ways for 
this to happen: 

The “Normal” way: The PC knows he/she is a Replicant, 
and itis up to him/her to decide either to keep to secret from the 
other players. This could lead to some interesting events, 
especially if a Blade Runner is put on to the group’s tail or, worse 
yet, one of the other PC’s is a Blade Runner. The history of the 
character thus becomes perhaps the history the PC has made 
up for themselves to protect their identity. If the PC Replicant 
has a four year life span or not is up to the GM and the player 
to figure out. 

A player who’s character is a Replicant entered into the 
game in this manner is allowed to have his correct stats for his 
Replicant self on his or her character sheet. Of course, this 
means that other players should not be able to view the sheet. 

The “Rachael” way: | also call this the fun way because it 
is fun for the GM, though not necessarily the player. The GM 
chooses a player, either randomly or specifically, and decides 
that he/she is a Replicant. This means that the PC is a Replicant 
in the vein of Rachael from the movie - believes themselves to 
be human. Any background the character has (e.g. the pre- 
generated history from the Cyberpunk book) is actually a 
Memory Implant. The PC may be an experiment by one of the 
Corporations, released onto the world to see how a Replicant 
would react. Perhaps the Corporation lost the Replicant and are 
searching for it.. This again could lead to some very exciting 
events and adventures, perhaps culminating in the PC finally 
finding out what he or she is. Of course, when and if the PC does 
find this out, this converts to a “Normal” way - will the PC teil the 
others, if they don’t know already? Throwing in a NPC Blade 
Runner never hurts, nor does having a PC Blade Runner. The 
Replicant’s life span is completely up to the GM. 

This way of incorporating Replicants into Cyberpunk or 
Shadowrun works with either a new or already going campaign. 
The GM puts together the Replicant PC’s stats on a sheet and 
keeps it to him or herself, referring to it only when needed for roils 
etc. This way, the piayer believes the stats on their character 
sheet to be correct and believes themselves to be human. The 
PC (probably) wont do anything out of ordinary for their character 
- until, of course, they discover that they appear to have some 
extra abilities. The GM must remember, however, that it is up 
the player to discover that they are a Replicant. 
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Cyberware 


Replicants, by theirnature, are notin great need of Cyberware, 
especially that which enhances the physical strength and body 
of the character. Of course, this does not prevent a Replicant 
having Cyberware implanted. Even though it does sound 
peculiar, a Replicant starts out with the same Humanity as a 
normal character. {t should be states, though, that since 
Replicants (usually) have such a limited life span, and implanting 
them with Cyberware is thus reasonably useless, most companies 
do not do so, relying on the Replicants inbuilt abilities. A PC 
Replicant, however, will want Cyberware implanted If the 
Replicant has a limited Life Span, the time spent recovering 
from implant operations (even though Replicants recover quicker) 
would be better spent out living; if the Replicant has a normal life 
span, then of course there is no problem. 

The only restriction on Replicants is use of the Net or Matrix. 
A Replicant that does not have Memory Implants, because of 
the emotional background required to understand the different 
between real and Net worlds, is unable to work within the Net 
and understand the images. Replicants without Memory Implants 
who try to work within the Net will experience the equiveiant of 
Cyber-Psychosis. Replicants cannot be Netrunners/Deckers. 


Shadowrun Magic 


Since Replicants are genetically designed humans, it makes 
some sense that in Shadowrun they could not use magic. They 
were not designed for that purpose. However, the belief is that 
this is best left up to individual GMs. The recommendation is 
that they can't, because while they have knowledge of magic 
they cannot tap into the energies necessary to invoke it. In the 
end, however, itis best left up to the GM's decision. If Replicants 
are going to be allowed to use magic, the recommendation is 
that they are limited to hermetic magic - a Replicant can 
definitely not be a Shaman. 


Conclusion 


Replicants add a new flavour to either Cyberpunk or 
Shadowrun. Those players in a group familiar with the movie 
Blade Runner will now have something else to relate to their 
games - especially if they themselves are a Replicant. It could 
possibly lead to some great dramatic role playing. Also, a chase 
involving a Blade Runner and a Replicant is exciting for the 
players, from either side. 

Hopefully, these suggestions have implanted (excuse the 
pun) some ideas into Game Master's minds about new and 
exciting things to place in their gaming worlds. Enjoy. 


Noves: 


1 Itis said that Syd Mead himself suggested the use of the term "Visual 
Futurist" for his credit in the movie because he was nota guild member and 
could not use an official title such as “Creative Designer’. 

2. Inthe Blade Runner script (but not the movie): 

“android (an‘droid) n. Gk. humanoid automation, more at robot. 1. Early 
version utilized for work too boring, dangerous or unpleasent for humans. 
2. second generation bio-engineered, electronic relay units and positronic 
brains. Used in space to explore inhospitable environments. 3. third 
generation synthogenetic, REPLICANT, constructed of skin/flesh culture, 
selected enogenic transfer conversion. Capable of self-perpetuating thought. 
Paraphysicalabilities. | Developed for emigration program." 

Webster Dictionary, New International 
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The Rep-Detect Units were brought into being not to long ago, and you were one of 
the first cops to sign up. You saw it as a quick step up to a gold detective’s badge. That 
was before they told you exactly what you would be doing. 

They call it “retirement”, what you do. You have no desire to tell anyone different. 
It’s easier that way, thinking of it as “retirement”. After all, Replicants aren’t real people. 

Most Blade Runners are cops, ex-cops or ex-soldiers. You haven't got a lot to rely 
on out there chasing Replicants except your skills and your instincts, and only people 
of such calibre have those things. A lot of Blade Runners have died at the hands of 
Replicants - you don't intend to be one of them. 

You've seen all the sides of life, from the High Corporate to the gutter. You reckon 
you've seen almost every sick act that a human or a Replicant could do - though you 
know that despite not being human, Replicants seem to have an imagination for killing. 
Which is why you have to get them before they get you. 

You're not like those cops in the PsychoSquad. They cyber themselves up, strap 
on the biggest guns, and go out looking for trouble. You just don’t have the cyberware 
or the guns - though similar types of trouble. Both are looking for society’s rebels. Just 
one type of the rebels are nastier - but not by much. 


Introduction 


A Cyberpunk/ Shadowrun game including Replicants would not be complete without 
those Police Officers dedicated to finding and “retiring” them - the Blade Runners. 
Highly trained, highly skilled, lonesome men and women whom have the sole purpose 
of chasing down Replicants. 

in some circles, Blade Runners are seen as elite cops, protecting society against the 
Replicants seeking to kill humans. In others, Blade Runners are nothing more than 
licensed murderers. Some Blade Runners do as much as they can to play down their 
image, others revel in it. 

A Blade Runner PC will not always fit into a campaign, even when Replicants are 
involved. Remember also that Blade Runners are also Police Officers, and can perform 
normal arrests and duties that PC Cops (in Cyberpunk) would perform. 

Cyberpunk Special Ability 

Investigation: Investigation is best seen as a combination of the Cop Authority, 
Corporate Resources and Fixer Streetdealabilities. Investigation represents the Blade 
Runners ability to call on the forces of Law and Government to get his way, to call upon 
the resources of his department and the police force, and his ability to work with both 
the above and underground information network. It is best seen as the training that a 
Blade Runner goes through to make Detective, and from this can be seen as the ability 
the Blade Runner uses to control the people and environment around him to bring about 
the successful conclusion of the case, or for a Blade Runner the “retirement” of the 
Replicants he is after. Investigation is applied to the Blade Runner's COOL stat. 
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The Voight-Kampff Test Skill 


The VK Machine measures contractions of the iris 
muscle and the presence of airborne particles emitted 
from the body and this, combined with specially worded 
questions and statements designed to promote an empathic 
response, are used by a Blade Runner to determine if a 
subject is human or a Replicant. 

The machine was designed by two German scientists, 
Hans Voight and Johann Kampff, originally as an advanced 
form of lie detector for use by Police. It proved quite useful 
in this role and was adopted by police forces world wide. 
When the first Replicant was placed under the test, it was 
found that the test could determine not only if a person was 
lying, but also if they were a Replicant or not. A long, 
complex list of cross-referenced questions were drawn up 
over time by Blade Runner detectives to be used in 
conjunction with the VK machine. 

Cyberpunk: For a Blade Runner in Cyberpunk, 
performing the VK test is like another skill test. The VK 
test skill is the same as the /nvestigation level of the Blade 
Runner. For the actual skill test, the level is added to the 
INT stat and a 1d10 rolled. All Blade Runner's have the 
ability to use a VK machine, dependant upon their levels 
in the three skills used to do it. 
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: For the Shadowrun Blade Runner, the 
VK machine actually comes under the /nterrogation skill. 
The VK machine is a specialization under the concentration 
of Machine-Aided. The test is performed as an opposed 
skill test between the Blade Runner and the Replicant, 
using the target number determined below. 


Determing Target Number 


The VK test varies in its difficulty, depending upon the 
Intelligence of the subject and their ability, if they are a 
Replicant, to give the impression they are human. 

In Cyberpunk, use the Replicant's INT and BOD stats, 
added together, to give a difficulty number. Thus a 
Replicant with Physical level A (BOD 12) and Mentality 
Level B (INT 6) sets the VK test difficulty to 18 - between 
Average and Difficult. 

In Shadowrun 2, use the Body and Intelligence stats, 
add them together and divide by 3. Thus the same 
replicant as the previous example would 
have a Body 9 and an Intelligence of 
10, which would give a total of 19. 

Divided by 3, this will set the VK test 
success number to 6 (fractions are 
round down). 

If the subject is a real human, 
success indicates that the test 
was inconclusive, NOT that the 

human is a Replicant. Another 

test will need to be performed, 
and if performed immediately 
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after the first test will have a bonus 
(CP: +1/SR2: +1d6) to the roll. This 
bonus is cumulative for each test as 
long as they are performed 
immediately after one another. If the 
rolls are continually a success and 
the GM knows the subject is actuaily 


Cyberpunk Fact Sheet 


Special Ability: 


a human, itis up to the Blade Runner Investigation 

about what to do. He/she may ‘ 

discontinue the test and attempt to Skills: 

retire the subject - but that is on the A /Notic 

Blade Runner’s head... The Blade Seah ies i ve 

Runner may also determine other sali erCepnen 

facts from a VK test besides if the Streetwise 

subject is a Replicant or not; the VK Interrogation 

machine was originally designed as a Interview 

Lie detector, aiter all. . Handgun 

A catastrophic failure (a roll of 1 in Ed ; 

Cyberpunk) is like a normal fumble, umanuia 

and is rolled normally on the Fumble Library Search 
Shadow/Track 


Table. How the Blade Runner reacts 
ne hi 


h h 


Voight-Kampff Test: 
Investigation + COOL + Idl0 


Shadowrun Fact Sheet 


Recommended Priorities: 


Skills - A - 30 points 
Attributes - B - 30 points 
Resources - C - 90,000¥ 
Magic - D - None 
Race - E - Human 


Recommended Skills: 
Interrogation (Machine Aided - VK) - (Required) 


Other Replicant Tests 


The only other test of if a subject 
is human or Replicant is by surgery, 
usually an autopsy. There are subtle 
differences in the genetic make-up of 
a Replicant. A Cyberpunk doctor 
performing an autopsy makes a Very 
Difficult MedTech test, while a 
Shadowrun doctor rolls a success 
test against a target of 6 using Biology 
skill. A success means that if the 
subjectis a Replicant, then the doctor 
knows. A failure indicates the doctor 
is oblivious. A doctor may only make 
one test per hour spent performing 


the autopsy. Firearms 
Conclusion Etiquette (Street) 
itis hoped that Game Masters and Stealth 
players have gained some useful Psychology 
information in this article so that they Computer 
can use the Blade Runner role in Apne Combai 


future games. It is the perfect (and 
necessary) counter-pointto any game 
containing Replicants and can add a 
heap amount of role playing and 
tension. Enjoy! 


Melee 


Page 9 


fenesis Magazine 


Replicant Timeline 


2004 


in early August, a small genetic and robotics research 
company, the Tyrell Corporation',made the breakthrough that 
all genetic scientists had been striving to achieve: they managed 
to clone the human cells. Only animals had worked previously. 
The Tyrell Corporation immediately exploded onto the world 
markets, share prices sky rocketing. Many smaller genetic 
research companies either went broke or were bought out by 
Tyrell as the governments of the world focused on the brilliant 
new technology. 

The research was not without its setbacks. All attempts to 
clone a full human didn’t work. The cells grew to a certain point, 
then just died, despite all the best efforts of the scientists. 

2006 

It was Doctor Eldon Tyrell himself who made the all important 
breakthrough. He genetically redesigned one of his own cell 
specimens. The cell was stronger for it, and lived longer. Long 
enough to begin forming a recognisable human form in the 
growth tank. The form died within six minutes - but the 
breakthrough had been made. From this, Tyrell concluded that 
to really get the experiments to work, they had to build the 
genetic structure from the ground up. 


2008 


In this year the first Replicant? animal appeared. A small 
mouse. The Tyrell scientists were ecstatic. The Governments 
were not as much happy, and made continual demands that 
Tyrell produce a human to prove their support. The stocks of 
“labour” (lower class citizens willing to work for anything) had 
been severly depleted by the wasting plague of 20005, and the 
Food Crash’ late in 2002 caused extra demands from European 
Governments. Tyrell had his scientists working around the 
clock to develop the structure necessary to produce a human 
form. The animal replicants - as they became known - were an 
immediate marketing success in a world rapidly running out of 
endangered species. 


2010 


Itwas to take two years before a true human form was made. 
This form was the first self-aware human created. Tyrell and his 
scientists celebrated. The replicant lived for two weeks, when 
it died of heart failure. Tyrell managed to keep the news of a 
human replicant quiet while two new ones could be made. The 
first lived for a month when it too died of heart failure. The 
second lived a little longer - one month and three days. Heart 
failure was the cause of death again. 

Tyrell had a problem. All of the replicants being grown had 
weak hearts. Also, each was coming into the world as an adult 
body with the open, empty mind of a new born baby. Not exactly 
what was required for what the replicants were being designed 
to do. 

The problem was solved by a junior genetic desinger in the 
contract employ of the Corporation, a J.F Sebastian. Previously 
unnoticed in the program, he worked long and hard at solving 
the problem for Doctor Tyrell, whom he almost idolised. It took 
three weeks of almost twenty four hour work - not an easy thing 
for a man with Methuselah's Syndrome - for him to solve the 
problem. Tyrell was highly impressed, and realised the brilliant 
mind of his young employee. The two almost became friends. 


The genetic substance of the Replicants was redesigned. A 
month later a new Replicant appeared. Tyrell dubbed the 
project “Nexus”® from that day on. The scientists held their 
breaths as the replicant lived past the previous life spans of the 
others. All the time, it was learning. Learning at an amazing 
rate. 


2011 


A year later, a whole series of the Replicants had been 
made. Rumours had escaped the Tyrell Corporation of their 
discoveries, and the other still surviving genetic companies 
attempted to steal information without much success. Tyrell 
had employed Arasaka consultants to train his security force - 
who did not look lightly on breaches of security. 

The Replicant “models” were being improved all the time. 
The initial replicants had been somewhat quick to learn but slow 
to apply the skills. They had also been somewhat less flexible 
than a normal human. 


2015 


The first Replicants appeared on the streets. The Tyrell 
Corporation shares went through the roof. Unable to stand the 
competition, most of the other companies folded as Tyrell 
expanded his operations to cover the globe. At these times, the 
series being released onto the streets were three years old. 


2016 


Early this year the problems began to happen. Thousands 
of replicants - those released to the world early in the program 
- started to “go crazy”. Hundreds of thousands of people across 
the known worlds were killed as Replicants went on wild killing 
sprees, the most famous a revolt by a team of Replicants that 
completely took over a colony. The replicants were only 
controlled by military and Psycho-Squad units. Reluctantly, the 
governments of the world declared human replicants illegal on 
Earth - a decision given a helping hand by the death of UN 
President Klaine at the hands of a Replicant servant. It was at 
this time that most of the police forces in the world built their 
“Blade Runner’ units - special police squads designed purely to 
hunt down and “retire” rogue Replicants trespassing on Earth. 

Tyrell grew frustrated, and dictated that the project was to 
enter anew phase. He bought and collected as many scientists 
as possible. He put his brilliant friend J.F.Sebastian on the 
project. He told them to build a Replicant that would be “more 
human than human.” It was to be as intelligent as its creators, 
faster, stronger. And since the problem of the emotional 
stability was too difficult to solve quickly and keep the market 
open, he told them to take the easiest way out. They came up 
with limiting a replicant's life to four years. 

2018 

Tyrell meanwhile had his own secret agenda. He had been 
toying with the idea of making “recall modifications” - implanting 
memories - to the Replicants for some time. With the emotional 
stability problem, he figured that impanting memories would be 
a good idea. He used the latest VR technology to construct 
them, performing the project in complete secrecy within the 
actual Replicant program. The result was a Replicant called 
“Rachael” who was kept a secret within the Tyrell Corporation 


Note: This timeline is developed along the background lines of Cyberpunk 
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and treated as the Doctor’s niece, whom he had actually lost to cancer some time before. Tyrell was pleased to find that the 
implanted memories meant the Replicants did not know what they were - they believed themselves to be human. This finally fulfilled 
Tyrell’s dream of creating a fully fledged human being - to become a God. 


2019 


It was this year that caused the biggest problems with the Tyrell Corporation. A team of Nexus 6 - the most recent model, with 
the four year lifespan - returned to Earth. The leader was a Replicant by the name of Roy Batty®, whom had a driving ambition 
to get his life extended beyond the four years. The famous Blade Runner Richard Deckard’ returned from retirement to hunt the 
Replicants, and “retired” two of them. The third was killed by an unknown assailant (believed to be the Replicant Rachael, whom 
had fled the Tyrell Corporation after discovering she was aciually a Replicant). Batty survived to confront Tyrell and demand more 
life - only to realise that none was possible. Once a Replicant’s life was “set in motion”, it was impossible to change the genetic 
structure without the death of the Replicant. Batty, depressed and angry and sure in the knowledge his death was near, killed Tyrell 
and J.F.Sebastian. He met up with Deckard, only to save the Blade Runner's life just before dying himself. Deckard disappeared 
soon after, it is believed in the company of the replicant Rachael.® 


2020 


The Tyrell Corporation continues to operate and produce Replicants, though without the brilliant leadership of their founder the 
company began to die. Other companies had got hold of the Replicant technology and began to produce them. Cloning Technology 
was perfected, and the Replicants began to become obsolescent. No new models were produced after the Nexus 6, and even Off- 
World colonies began to downsize their use of replicants in favour of clones. Eventually, Blade Runner units began to appear Off 
World as the colonies grew in size and the population became nervous with Replicants around. The time of the Replicant was over. 

Nates 

‘The Wasting Plague was a previously unknown virus that struck the United States and Europe. Deaths numbered in the hundreds of thousands. 
Eventual cure was discovered by the North West Chemical Research Corporation. 

2 A mutated plant virus struck crops in Canada and the Commonwealth of Independant States. Months previously, a Biological Counter-Agent had 
been discovered by NorthWest Chemical Research Corporation, and this saved US crops from the virus. The US was accused by the CIS of Biological 
Warfare, but no other action was taken. 

3Methuselah's Syndrome is a disease causing premature geriactricism. 

4"Nexus n. bond, link; connected group or series." 

- Pocket Oxford Dictionary 
S5Rachael: inceptDate:22/04/18. 
Model: Nexus 6 
Function:Experimental. 
Phys:A Ment:A 
6 Roy Batty: Incept Date: 8/01/2016 
Model: Nexus 6 
Function: Combat, Colonization Defense Program 
Phys: A Ment: A 

7 Richard Deckard. (ex) Blade Runner. Licence: BR 260354. Retired: 24/08/19 Returned to service: 20/11/19 Disappeared: 23/11/19 

8Itis believed the replicant Rachael and the Blade Runner Richard Deckard fled north to Canada. There have been several unconfirmed sightings. 
So far, no Blade Runner unit has been able to locate them. 
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This scenario is a quick one night run. The idea is for the players to 
escort a group of three corps techs into a medium level security compound 
on Phillip island to obtain information on a rivals new racing Cars. 

This is the sort of run that can go right in which basically nothing goes 
wrong and there is no combat (this really gets to some players!), or everything 
ig UF ‘to aes and engineer 


where a limousine is parked ina si 
illopen. The fixer will indicate for the 
on this will cause. 


that he treats the runners with some 
ill offer them this deal. “! work for a ratheridla 
terests in different areas. One of those ha ; 
we ie not a corporation - yet - and we don yrescurces sy 


“What | want you to do,” he says. “Is infiltrate the research compound 
deliver back to me the plans for that racing car. You must do it quietly, and 
you must take two of our Techs with you to get the information.” The Players 
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will undoubtedly protest, but Mr. Johnson will be unmoved. It’s all or nothing. 
ifthe Players decide against taking the assignment, they are free to leave 
with the appropriate threats if they divulge any of this. 
lf they want to hear more, continue: “The Techs tell me they will require 
bout 10 minutes at the appropriate terminals to get the base information 
“They also tell me that any further time than that wo 


His voice lowers. “If youcan do it quietly; w 
re is another ¥10,000 in the deal for each of 
ers will shots to oo ea them. if they suc 


“What the Pie 
his own initiativ 
make the playe 
identified thenshe 
excuse to have a 
should be cerem 
ecommended practice f 


collected and torn up. While t 
or GMs, doing it occasionally tends togig: 


Ami-Royston, 
status is looking: 


loyee,: James 
thod of stealing 


se the pian wasto 
hat The Lasshill ‘ 


& 


personnel. At the Phillip Island track they maintain a hanger like shed which 
McKinney believes currently houses two cars plus a lot of test equipment and 
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Phillip 
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Australasia Chemicals 
Desalination Plant 
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Area Headquarters 


North-West Chemicals 
International (Aust.) 
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Cray Fish Farm 
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|. Australasian Chemicals Desalination Plant 


With the rapid degradation of water in the late 20th Century, there were calis from the public to the government to provide clean water. Mostly these 
were ignored until the powerful Australian Green Party won the majority of seats in the Victorian Governmentin the 2005 election. The governmentthen 
tendered for acorporation to build a desalination plantonasite of their choosing. Australasian Chemicals, a Sydney company, won the contract over several 
more powertul, international corporations and built the plant at the Phillip island site. The plant began operation in late 2012, and ceased in 2013 when 
itwas discovered the leader of the Australian Green Party, Premier Natalie Taylor, was a "silent" major shareholder in Australasian Chemicals. The scandal 
caused the bankruptcy of the company and the resignation of Premier Taylor. The Opposition immediately called for another election and the Australian 
Green Party were voted out. The desalination planthas satidie ever since, no company wishing to take it over and the governmentnot bothering to maintain 


it. Itis very rundown. The pipeline to Melbourne, which was to travel on the sea bed, was never completed. 


e. tCLasshill Corporation Area Headquarters 

This is nothing much more than a compound which housing, recreational and security facilities for staff of the Testing Compound. Lasshill built the 
Area Headquarters two years after the Testing Compound because of complaints rising from the staff about having to travel long distances to getto work. 
Itis very temporary in nature and not necessarily pleasent living, but the staff have been toid to put up or ship out. Most putup. The Area Headquarters 
also houses the Security Response Team for the Testing Compound. 

3. North West Chemicals Research Station 

North West Chemicals is alarge, multi-national, Seattle-based corporation thathas various small projects going on everywhere. Thisis one of them. 
The locals have no idea what the Research Station is for or what they are researching. The scientific staff of five live on the station and do notleave it - 
all supplies are picked up by members of the security at the station, of which there are six Samurai. Rumours abound about what goes on at the station, 
with talk of large trucks in the middle of the night and strange sounds. 

4. South Seas Fisheries Cray Fish Farm 

South Seas Fisheries Inc. is a Korean based company that has liberally fished the South Pacific for many years. Itis rumoured the company also 
practices whaling, selling whale meat to the Japanese, though this has never been proved. When the crayfish market in Korea suddenly jumped, South 
Seas Fisheries Inc. found itself without a ready supply of Australian crayfish. Immediately they builta crayfish farm. Why they built itin a remote area of 
Phillip island is somewhat of amystery - rumours abound that they are experimenting genetically and biologically with crayfish. 


5 Air Port 


The air port was built by the Victorian government using money donated from Lasshiil, North West and South Seas, whenit became evident thatthe 
corporations were upset athaving to put up with a tiny, single runway airport- the only alternative being to truck everything from Melbourne at great expense 
and some danger. The airport can support aircraft up to the size of an Airbus. 


6. "Church of the Fellowship" Camp 


Not much is known about this branch off of one of the mainstream churches. The people inside, numbering about seventy, keep very much to 
themselves. They are led by aman calling himself Peter. The camp itselfis surrounded by a high security fence and patrolled by members of the church 
armed with guns. Locals expressed concerns about the "cult" when it first began, and authorities investigated to a small extent, but since then nothinghas 


happened and everything has been quiet. 


7.testing Compound 


The compound is set in a lightly 
wooded area of Phillip Island. The area 
around the fence is clear for a distance of 
approximately 100m. This is designed 
so that infiltrators cannot get to the fence 
undetected. The fence itselfis astandard 
electric fence carrying enough voltage to 
knock out anyone silly enough to touch it 
(Stun 4S). Itis 2.5M talland has detectors 
on it which will detect a break in the 
current flow. Inside the compound is 
lightly wooded, more for looks than 
anything else. There is a second fence 
2m inside the outer which is not electric 
and is just there to stop the staff from 
accidentally electrocuting themselves, as 
well as providing a convenient "dead 
ground” between the two fences. This 
fence is also 2.5m high. 

Strategically placed around the 
compound are 4camera towers (8). Each 
of these towers has two cameras on it 
which make predefined sweeps of the 
fences. These cameras work both in 
normal and infrared modes so that night 
is covered as well as day. If the players 
watch these cameras for long enough 
they will notice that who ever programmed 
the sweeps of them did a bad job and 
there is a single section of fence a few 
meters long that appears to be uncovered 
by carneras for about 30 seconds every 
10 minutes. Another thing that can work 


for the players if they think of it is that rain 
effects infrared and reduces the effective 
range to about 100m when it is raining. 
You will have to play a lot of this by ear. 
Make it difficult enough to create an 
interesting puzzle for the players without 
being impossible. 

The main shed (3) itself looks rather 
like a aircraft hanger with large doors (3a) 
at each end for trucks and cars io enter. 
These are locked and under surveillance 
from cameras. There is also a side door 
(3b) which has a number of crates and 
drums (4) piled up around it. This is the 
logical entry point for the players. You can 
get ingenious with the locks on it. The one 
described in the attached story does not 
exist in the SRI manual but could be quite 
easily produced. It looks like a standard 
maglock but in fact uses a magical 
incantation as a key. The power for the 
magical side of it is maintained by a power 
stone which also has a sleeping spirit in it 
which informs the guards if disturbed (you 
can select the spirit type). The key itself is 
also magical and looks like a crystal. The 
Guard Commander has one of these. The 
building does not have any windows and 
the walis would require heavier equipment 
than the players carry to get through. 
Going through either of the main doors 
will alert the guards unless they have been 
neutralised first. You can make the inside 
of the building up to suite yourself again 


however the description in the attached 
short story might be useful. 

There are several other buildings also 
on the site. There is the main guard 
house (5), which is a small building not 
far from the main gate composed of three 
rooms: a monitoring room, a recreation 
room, and toilet facilities. The guards can 
control all the security system from here 
and call up backup if required. The next 
building is a small gatehouse (6) by the 
main gate (1). This is only manned during 
working hours as the area is under 
surveillance by camera at all times; entry 
at other times is by appointment only. 
The last building is a small grandstand 
(7) at the other end of the site which is 
used to watch cars out on the test track. 
This is a pole house type of building with 
the stand up in the air. The floor of this 
building is 3m off the ground. 

There are six guards on site at all 
times. Usually two are patrolling, two are 
monitoring the cameras and the other 
two are off-shift and relaxing. It takes 
about 10 minutes for a patrolling guard to 
make a complete circuit of the compound. 
The way they do this and where they are 
at any given time is left up to the GMs. If 
attacked, 5 of the guards will attempt to 
repel or hold off the attack while the other 
one will call for backup. This can be done 
using phone or radio. 
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spares. There is another building on the sight which houses the on duty 
security staff. The two compound is surrounded by a electric wire fence 
approximately 100 meters out from the buildings and an inner, normal fence. 
There is a call box at the gates to allow the security staff to identify people 
wishing to enter. There are at least 6 armoured security staff patrolling the 
grounds at all times and another 6 in the guard house. There are about a 
dozen techs and personal working during the day time. The security staff are 
the standard Corporate security types with the attributes of the Merc Archetype. 

The compound. 

The site has a direct magical and physical alarm system connected to a 
major Lasshill site about a mile away which has heavy duty fire power and 
support available. This support will arrive in about 10 minutes once the alarms 
have been triggered. 

This consists of 2 troop ship helicopters, each carrying 8 security, and 1 
gunship. These troops are Samurai Archetypes with level 2 Dermal armour. 
They all carry FN-HARs except for two out of each squad who carry Ares 
Ingram Valiants. The leader from each squad has a grenade launcher 
mounted on his assault rifle and will use it ata last resort. They want to capture 
the players rather than annihilate them. 

The Gunship carries a tandem mount of two Stoner Ares M107s (10S) and 
rockets. 

Once the players get the techs into the shed they are to find a third car 
which the techs want to take back with them. However if they do this, Lasshill 
will be aware of the raid because the car is missing and therefore their ¥10,000 
bonus is not possible. 

This car is worth a further ¥12,000 bonus if they manage to get it back to 
Ami-Royston. Once the players get back to the Ami-Royston compound 
(about 5 kms along the highway off the Phillip Island map) they will have about 
20 minutes before a heavily armed force (the Response Team) from Lasshill 
turns up and attacks the place. Ami-Royston’s renta-cops will take this on as 
this is their job, for a short while before giving up. The players should be 
‘encouraged’ to take off. 

If the players are captured by Lasshill, you will have a great excuse to put 
their characters through weapons and body searches and to ruff them up a bit 
when they can do nothing about it. Then they are to be taken back to the 
Lasshill corps compound a few miles away. There, they will be locked in a 
small room with a video camera in the corner. If they tell who hired them, 
Lasshill will let them go with the usual dire threats and without their equipment. 
This of course is dependant on what they have been up during the rest of the 
run, so play it by ear. 

If they are let go then they are to see their employer from Ami-Royston 
being summarily executed as a final warning. 


a 


CORPORATION 


excellence tn engtncertag.' 
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Testing Compound Security (5) 


Attributes: Skills: Cyberware: 
Body: 5 Armed Combat: 6 Cybereyes with low 
Quickness: 4 Car: 4 light 
Strength: 5 ' Eirearms: 6 Radio Receiver 
Charisma: 3 Gunnery: 4 Wired —— 
intelligence: 4 Military Theory: 2 : 
Willpower. 3 ou = Armour Jacket (5/3) 
Essense: 3.4 Throwing: 3 Ares Predator (50rnds) 
Reaction: 4 (6) Unarmed Combat: 5 Heckler & Koch 
initiative: 6 + 2d6 HK227 (100rnds). 


Dice Pools 
Combat: 5 


Lasshill Corporation 
Testing Compound Security Commander 


Attributes: Skills: Cyberware: 
Body: 6 (8) Armed Combat: 4 Cybereyes with low-light 
Quickness: 4(6) Etiquette (Corp): 4 Dermal Plating: 2 
| Strength: 6(8) Firearms: 6 Muscle Replacement: 2 
| Charisma: 2 Stealth: 4 Retractable Hand Razors 
intelligence: 5 Unarmed Combat: 6 Smartlink 
Willpower: 5 Wired Reflexes: 2 
Essense: 0 Gear: 


Reaction: 5 (9) Armour Jacket (5/3) 
Intitative: 9 + 3d6 Ares Pedator (smartlinked, 50 rnds) 
Dice Pools: Hechler and Kock HK227 
Combat: 8 (smartlinked, 100 rnds) 
: Crystal Door Key 


Lasshill Corporation 
Security Response Team (IG) 


Attributes: Skills: Cyberware: 
Body: 6 (7) Armed Combat: 6 Smartlink 
Quickness: 4 Firearms: 6 Dermal Plating: 1 


Strength: 6 Stealth: 6 Wired Reflexes: 3 
Charisma: 2 Unarmed Combat: 6 Gear: 
Intelligence: 5 Partial Heavy Armour (6/4) 
Willpower: 5 with Helmet (4/1) 
Essence: 0 Ares Predator (smartlinked, 50rnds) 
Reaction: 4 (10) FN-HAR (smartlinked, 100rnds) 
initiative: 10 + 3d6 2 carry: 
Dice Pools: ingram Valiant (smartlinked.150rnds) 


Combat: 7 
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Fiction By Jeremy Sadler 


Johnson Orbital Platform 
21 June 2035 
1207 Luna Standard Time 


“Security continue to be baffled by the spate of murders on 
the station over the last three weeks -” 

Detective Sergeant Van Daley looked up at the screen in the 
corner of the mess room. 

“. which have seen seven people die in what appears to be 
ritual style killings. A statement released by the Security 
Department today stated that all available resources had been 
placed onto the investigation to find the killer.” 

Van muttered to himself and glared angrily at the neatly 
groomed anchor-person on the screen. As usual, the media 
people put their noses in where they didn’t belong, then they 
complained when their nose got punched. The station cable TV 
channel seemed to have nothing else to do but pass judgement 
on the job the Orbital Security Department was trying to do - 
unsuccessfully, according to most of the reporters. 

Van felt a presence by his shoulder and turned to see his 
partner, Detective Harrison Caldwell, smiling down at him. 
“Why the face, man? We made TV again.” 

Van glanced back at what remained on his meal and 
suddenly did not feel hungry any more. “I would prefer to make 
the news when we solve the case.” 

Harrison dropped his plump form into the plastic moulded 
seat opposite Van and placed his rather full tray onto the table. 
“Well then you may like the news | have to tell you.” 

Van’s head swung up slowly and his eyes searched his 
friend’s face. “What?” 

“Chip caught me just before | came up here. Looks like 
they’ve got something this time - a fat juicy hair.” 

Van was already on his feet. The last part of a sandwich 
disappeared into his mouth. “Chip going to lunch?” 

Harrison nodded, his mouth full of food, his mind not 
understanding. “Hey, where’ya going?” 

Van walked toward the hatch of the mess room and paused. 
“You coming?” 

Harrison glanced down at all the food on his tray that had 
cost him his hard earned money then pushed it aside and 
dashed after his partner. 


True to routine, they found Chip at the Revolution Bar which 
was only one section across from the security department 
headquarters and a haunt for many an officer. They pushed 
through the dividing curtains in the hatch and walked into the 
dark and quiet bar room. Lunch was not a popular offering at 
the Revolution. . 

Van had to search for only a moment before he located 
Chip’s baseball-capped head. He indicated the direction to 
Harrison and they moved over. 
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“Hey Chip,” Van said as he sat down at the table. 

Nathan "Chip" Gander had a pile of food on his plate and was 
so absorbed in it he almost missed Van’s greeting. His blue eyes 
swung up under the peak of his cap. 

“Oh, hi Van.” 

Van came straight to the point. “| heard you had something 
on the murders.” 

Chip frowned into his food. “I’m eating for Chrissakes, Van. 
Can't this wait?” 

“Nope,” Van replied. He felt more than saw Harrison fall into 
the seat adjacent. “What’ve you got?” 

Chip sighed. “It’s not much. We found a hair, one hair, at 
the last murder.” 

“One hair? Only one?” 

Chip nodded as he shovelled another fork full of food into his 
mouth. His words were muffled. “Yeh. That’s what made it so 
weird - and why | don’t trust it. One hair just sounds a little too...” 
He paused and chewed his food in contemplation. “Fixed. | ran 
it by JOSAI, and he agreed.” 

Van shook his head in frustration. JOSAI - Johnson Orbital 
Station Artificial Intelligence - had provided some good leads in 
the past, though usually it was just a backup to what Chip had 
already uncovered. “It’s the only lead we have,” he said finally. 
“Any idea whom it belongs to?” 

Chip chuckled through another mouthful. “Probably a third 
of the population on this station, not to mention any person that 
could come up the well before this all started. Hell, they could 
be on Luna by now.” 

“Why don’t you let us worry about that,” Van said quietly. 
“Can | get all the info off you?” 

Chip glanced around him. 
okay?” 

“I'd like it now. ‘Time waits for no man’, as they say.” 

Chip sighed again, put his fork down and lifted a small 
briefcase from under the table. A press of his thumb on the 
scanning latch opened it to reveal a notebook computer. Chip 
flicked the switch and waited for it to warm up. 

His fingers found a cord that was hidden away inside the unit 
and he pulled it out. At the end of the cord was a plug, similar 
in appearance to many of the plugs that had frustrated Van 
when he had tried to put his new entertainment system together. 
He watched as Chip raised his hands and lifted the baseball cap. 

Van never got quite used to the sight. He had busted only 
a couple of “chipheads”, as they were called in the police 
parlance, in his career. The sight of a dozen or so data-jacks, 
declared illegal by the Geneva Telecommunications Act of 
2010, embedded in the thin flesh of the skuil make his skin crawl. 
He considered it unnatural that man and machine should be 
melded like that. The only exceptions to the Data Law were 
those in special positions - those like Chip. Those data-jacks 
are what had given Chip his nickname. 

The worst Chipheads, Van knew, had an insatiable appetite 
for what they called the “Net-World”, the globe spanning 


“lll get it to you after lunch, 


connections of computers. From speaking with chipheads, Van 
had realised that it was almost like a drug - the most addictive 
drug of all. Power. Power over the world of computers - which 
meant power over most of the world as everyone else knew it. 
Van guessed that was a big reason why Chipheads were 
declared illegal. Governments didn’t like sharing their power. 

Van remembered the text he had read when those laws had 
been in training. Besides the power high, Chipheads could also 
get high on BTL chips - “Better Than Life”. BTLs were like a 
dream where the person was a super hero, or a God, or a super 
villain, all types were available. Except that a BTL user didn’t 
just dream - they acted out the fantasy. It eventually sent the 
chiphead crazy as reality blurred with the BTL inspired fiction. 
In the forging years of the technology, thousands had died 
because of BTL chips - most of them complete innocents that 
just happened to be around when a Chiphead plugged in once 
too many times. 

He watched Chip feel around the top of his head and find the 
socket he was looking for. There was a sharp click as the plug 
was pushed home. Immediately Chip relaxed, his eyes closed, 
and his hands fell onto the keyboard of the computer. Van 
glanced around them. Other people in the bar had noticed and 
begun to edge away. A couple complained to a waiter who 
waved at the bartender. The man turned and activated his vid- 
phone. 

“No need,” Van said. He flipped out his badge. “Security.” 

The crowd settled but Van noticed that those who had been 
seated at the nearest tables refused to return. Several even left. 
He shrugged. He understood how they felt. 

It took only ten seconds. Chip’s eyes opened and his hand 
came up to pull the plug out of the socket. He left the cord snap 
back into the machine. He pulled a small cartridge from the side 
of the computer and passed it to Van. 

“There ya go,” Chip’s eyes appeared alittle heavy. Van knew 
that many chipheads got incredibly worn by even short times in 
their computer world. Van had never found out exactly why. 

“Thanks,” he said as he took the cartridge. Chip put the case 
back under the table. “You’llbe okay? This place probably wont 
be as receptive to you any more.” 

Chip shrugged. “Hey, I’m used to it.” He smiled and put his 
cap back on. 

Van smiled. Even though he had been trained to dislike 
those who crossed the human/digital barrier, he still found 
reason to like Chip. 

Van and Harrison left the forensic scientist to his lunch and 
walked back to the security section. Harrison eyed the wares of 
a convenience store module as they passed it. 

The first thing Van did when he reached the squad room and 
fought his way through the usual noise and milling officers to his 
desk, was plug the cartridge into his desktop comp unit. There 
was a short pause as the computer came on line and he tapped 
in the instruction to access the cartridge. The information began 
to scroll up the screen. Harrison, his mouth wrapped around a 
cream-filled roll, leaned over his partner’s shoulder. 

“Blood type O-positive,” Van read. “Colour black. Length 
suggests shoulder length hair.” In the upper right corner of the 
screen a small window opened and displayed the DNA bar and 
structure of the hair. Van squinted at it. He knew very little about 
forensics but trusted Chip enough to know that there had to be 
something that would turn up. He stared at the light grey words 
on the screen and the revolving picture of the DNA. This was 
their first connection, their first strike. 

Whoever you are, Van thought, /’m on you now. 


The homicide computer had come up clean. The DNA 
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structure and blood type matched no known criminals. Van 
even took the risk of narrowing the list down to those who were 
just known for multiple murders. Nothing. 

“You wont find it,” a voice said behind him. 

Van spun in his chair. Chip sat on the edge of Harrison’s 
desk, frowning at him. He glanced quickly around. Harrison had 
disappeared again... “Why not?” He asked as he turned back to 
stare at the screen. 

“it’s not natural,” Chip replied. Van slowly turned again. 

a 

Chip stood up and walked across. He pointed at the DNA 
structure. “Notice these three lines here? They puzzled me 
when | first saw them. It’s something very rare in humans, a little 
irregularity in the machining, so to speak.” He smiled at his own 
little joke. Van just stared at him. Chip cleared his throat and 
continued. “When | got back from lunch | had another look, then 
got JOSAI to run the details through the link to LUSA on Luna.” 
He grinned widely. “It came up trumps.” 

“That’s the Al on Luna, right?” Van asked. 

“Yep.” 

“So what did it find?” 

Chip reached across and yanked Harrison’s chair across to 
him to sit in. “You’ve heard of the company NatGrow?” 

The detective shrugged. “Nope.” 

“Well, they're based on Luna for a very special reason. 
Because of the lower gravity, it makes vat-growing easier.” 

Van knew his face was blank, then he realised. “It’s vat 
grown? It’s fake?” 

“On the head, bucko,” Chip said. “! got LUSA to send 
NatGrow the details. You know what they gave back? Lot, 
batch and shipment numbers for the wigs it came from.” 

Van jumped out his chair and grabbed Chip by the shoulders. 
They stumbled alittle and knocked Harrison, who was searching 
for his chair. 

“Chip | could kiss you!” Van shrieked. 

The scientist pushed him away. “Yeah well, not on the first 
date.” He chuckled and pulled another cartridge out of his 
pocket. He presented it to Van. “There ya go, complete specs.” 
He paused. “Since each one is identical, you can’t really tell the 
difference between individual wigs in one lot. But then | can’t do 
all the work for you.” He grinned at them. “You're the ones with 
the gold badges.” 

Van gave him a lopsided smile, took the cartridge and 
clipped it into a slot on his terminal. With a push of a button the 
information was up on screen. 

“There’s over a thousand in this lot.” 

Harrison leaned closer and read more. “They all came 
through one distribution centre on here.” He paused, then 
glanced at his partner. “Of course, the wig could have been 
bought somewhere else.” 

Chip spoke then. “I found that out from NatGrow. The only 
wigs with that DNA profile came here. There were no single 
external orders and none stolen.” He held in hands out to either 
side. “I should be a detective!” 

“The pay’s lousy,” Van snapped back as he chuckled. He 
looked at the screen again. “There’s more than a thousand 
though. It'll take forever.” 

Harrison nodded his agreement and they both turned to 
Chip. 

“The DNA profile is the same except for this one line here.” 
Chip pointed at a single line in the DNA structure. “This dictates 
the colour of the wig. That one you're looking at is black.” He 
pressed a key on the computer. “Damn keyboards.” Several 
more keystrokes and he found what he searched for. “There's 
the number of black wigs that came here. Only one hundred.” 
He smiled. “Blonde wigs are popular this year.” 

“Right!” Van exclaimed. He pulled out both cartridges and 
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pocketed them. “Time to visit the distributor.” 

“Have fun,” Chip said as he turned to leave. 

Van grabbed him by the arm. “Hey man, you've done as 
much work on this as the rest of us. You should be in on it.” 


Chi: »oked from Van to Harrison, whom nodded, and back 
again. “ou sure?” 

“Yeas.” 

Var  uldsee Chip consider it, then shrug. “Nah, | can’t. ’ve 
got wero do with JOSAI. Pll catch up with you later.” 


“Ok. .” Van said as he and Harrison moved toward the 
hatch. «nd thanks!” They went out. 


90@@e@ee68 


The secretary eyed the pair of gold security badges in front 
‘iy keyed her intercom. She spoke several 
s into it and then nodded at them. “You can go in.” 
marched into the next room. It was comfortably 


They 
furnished. Nicely decorated, and even had the required-by-law 
case with the emergency pressure suits in it. Van’s eyes fixed 
on the woman behind the large desk. She was an older woman, 
probably a few years in advance of Van himself. Her long blonde 
hair was tied up behind her headin the style currently fashionable. 
She was dressed in a tight business style suit and was busy on 


her computer when they entered. Her blue eyes met his. 

“What can | do for you?” she asked. 

Van glanced at the name card on the desk: June Niccoles. 
He came straight to the point. “We’re investigating several 
homicides. One of the pieces of information we have is that the 
perpetrator may have worn a wig. May !?” He pointed at the 
computer. 

“Sure,” she replied and spun the machine toward him. “But 
what do you !| have to do with it? You don’t think | did them, do 
you?” 

Van put on his best public relations smile. “No. Just 
following the leads.” He put the cartridge into the empty slot of 
the machine and punched the appropriate buttons. The lot and 
shipment numbers appeared on the screen. He indicated them 
to her. 

“Apparently, NatGrow shipped those wigs to here several 
months back.” He paused. “Just before the murders started, in 
fact. What can you tell us about that shipment?” 

She turned the screen to look at it. “Well, like all our 
shipments, once they arrive they’re split up into their appropriate 
sections for distribution.” 

“How many places do these go to?” 

She glanced at the screen again then tapped several keys. 
A new window appeared and another set of figures. “We sent 
these to twenty different stores.” 

“What we’re looking for,” Van continued. “Are black wigs in 
particular.” 

“Oh?” Her fingers sped over the keyboard again. “Well, that 
clears thing a bit. Only one hundred of them came in, and only 
eight stores took them.” She paused. “Blonde wigs are popular 


this year.” 

Van nodded. “So I’ve heard. Can | 
get the names of the stores off you?” 

She nodded. “Sure.” Van watched 
the long thin fingers tap the keys. 
“On to your cartridge?” 
He nodded and she 
tapped the final key. The 
transfer done, she 
handed the cartridge back 
to him. 

“Thanks,” he said. The 
cartridge disappeared into 
his pocket. He and Harrison turned to go 
but Van paused. “Look, | don’t know where information may turn 
up about this and it’s really important we know about any new 
developments.” He reached into the inside pocket of his coat 
and pulled out the plastic auto-dial card. “Here’s my card. It’s 
got my office number on it. Call me if you find anything.” 

"Sure. Good luck." 

Van felt anudge and turned to see his partner's face with split 
by a wide smile. He scowled back and they left. 


“Nice moves, man,” Harrison said quietly once they were out 
in the corridor. “Not!” 

Van punched him lightly. “Alright, alright. Hey, I’m single, 
gives me a right to do lousy lines." He chuckled. 

Harrison led Van to a small coffee shop section. Once there 
they both ordered coffee and sat down. 

“So what now?” Harrison finally asked. “Check out those 
shops one by one?” 

“Spot on,” Van replied. He tasted his coffee. [It was the 
synthetic stuff - real coffee was too expensive to ship up to an 
Orbital and took up too much room to grow in the station’s 
hydroponic sections. Pity, Van thought. He had got quite used 
to - spoiled by, in fact - the taste of real coffee when he had been 
down on Earth. 

Slowly they finished their coffee without another word. Once 
both were done they got up and went to the front counter to pay. 
Just as they paid, both their handcoms beeped loudly. Someone 
was attempting to contact them. 

While Harrison finished paying, Van flipped open the small 
handcom and pressed the activate button. “Daley.” 

The synthesized voice of the computer dispatcher came 
back to him. “Daley, Detective Sergeant. Please proceed to 
Section C4 Level 11 Spinward. Homicide. Acknowledge 
please.” 

“Acknowledged,” Van replied and snapped the handcom 
shut. He turned to Harrison. “Come on. Another murder.” He 
dropped the handcom into his pocket and they dashed out. 
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By 
Havik 


The Ensign sounded panicked as he announced “Sir! 
I’ve just picked another vessel on the scanners. She’s just 
pulled clear of that asteroid belt, and is closing in, on an 
intercept trajectory.” 

“Wake the Captain! Put us on Red Alert! Shields to 
full power! Run tactical evasion routine four! Bradley, 
what's our tactical outlook?” snapped the duty officer, no 
longer slouched at his command post. 

The three crew on bridge scrambled to respond as 
the klaxon sounded Red Alert throughout the ship. But 
their reactions were too slow. The merchant ship kicked 
and bucked as it took two hits. The shield generators 
struggled to put up a defence, and half a dozen telltales 
started to blink redly. 

Bradley carefully adjusted the gun-belt on her hips. 
“Our tactical outlook?” She glanced at the instruments in 
front of aad again. “Chuck, you'd better at to be 
boarded... 


In any kind of role playing game, eee alwa 


highwayman, who could operate. uy ie 
knife or a gun, the pirates have to-tun alai 


ship, work as a team, stock-provisions, do maintenance, | islan 


and usuaily have a base. Of operations. tf 


Historically, there. have been several periods of At 
widespread piracy. But piracy has been always been_ 


present where there’ s been.a sea* ‘based trade economy. 
The Mediterrar ‘ah coast’was ‘plagued by pirates durin 


years. he Vikings were yfamousy - not only Tor 
their voyages of exploration and colonization, but also 
their raiding parties and attacks on shipping. The 
foundations of England’s strength as a sea faring nation 
were built, in part, on piracy. And with the exploitation of 
the New world in the 17th century, piracy reached a new 
peak. The waters of the Caribbean served as a stalking 
ground while the Spanish galleons shipped gold, silver 
and precious gems back to Europe. The last stronghold 
of organized piracy was the Barbary Coast. Ports along 
the North African coast such as Algiers were almost run as 
pirate states. Even today, piracy is rumoured to exist in 
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Piracy Past 


and around places like the islands of South East Asia, and 
in the Aegean Sea. 

Pirate ships generally came into existence in one of 
three ways. Either starting as a private vessel that got 
commandeered and armed by the navy in time of war, 
then moving into piracy when it found its-self without a 
viable trade after being stood down, its armed and fighting 
fit crew not wanting to go back to a sailors meagre trade. 
Or ships where the crew mutinied against an oppressive 
Captain, and found themselves outlawed. Or lastly when 
a daring crew of bandits took a ship by surprise, either 
rowing alongside in a small boat or over-running the 
hile the boat stood in dock. Often ransoming 
the officers they took captive. And although the officers 
may have been ransomed, the rest of the crew was often 
given ach ncé"to. join with the pirates, if they needed 
mbré-érew that's. ay herwise, the pirate ship could put in 
at As safe port an recruit créw.there. 


ere sa strongwnavy pace. 
< ne for pre harried and 


its. Places io hide, of to ig ambush to 
mich rid of course, like thieves everywhere, 


ety for cash, er OTB ns ant xury goods. 
shipfwas easily yht6 hold all 
and captured 


ings, to lay up 
ed sailors, or just 
i while the ship was 
inean, especially the 
vourite-spot-Alang 
res‘ot Europe and Great Britain, a.pirate base was 
likely to be a sécluded cove or cave. In the Caribbean, 
islands again were favoured, as 
well as navigable rivers along the | 
Atlantic coast of South America | a 
and the shores of the gulf of | 
Mexico. On the Barbary Coast | 
though, things were a bit different, 
with many bases being very well 
built and fortified, even those away 
from the main ports. Generally though, they were all 
the same, a safe haven and hiding place. 

The sailors worked under appalling conditions at sea, 


and Future 


with long shifts, considerable risk, hard work - often in 
extreme weather, little rest, and generally no amenities. 
Considering the miserable wages offered to honest sailors, 
it's not surprising that many seamen took up piracy, with 
the chance it offered for fast wealth. 

Although having a reputation for being undisciplined, 
very few crews survived without a code of honour. New 
sailors signing on would have to swear to uphold the “ships 
articles”, a document that set out the rights and 
responsibilities of the crew. Generally, each sailor wouid 
receive one share of any profits in return for their work 
(following the Captain’s orders), with the Captain and 
Officers receiving extra shares or a bonus. Ships articles 
usually also set out certain provisions for dealing with 
penalties or compensation. Offences such as: anyon 
keeping their arms fit for an engagement, brawling, 
a naked flame near the powder storesy 
information or booty from the companyy 
to a lady; could earn penalties rap 
or ten strokes, to being ! 
execution. On the 
during an ange : 


community when pile were par 
More treasure ended up on the poten 3 
the holds of pirate ships that were sunk in battle, ors 


went down in bad weather over loaded with treasure. But 


even today there is some small proportion that’s not 
accounted for, perhaps buried somewhere on a tropical 
island... And lastly, no record exists that even hints at 
people being made to “walk the plank”, and is something 
that probably only ever happened in fiction. 

But that’s historical fiction, what about speculative 
fiction? As my introduction suggested, there could be a 
place for piracy of a new kind in our future. Or at least in 
the way we imagine our future could be. Although piracy 
has only survived on the outskirts of civilization, in a new 
age of expansion, as mankind spreads though the solar 
system, the milky way, or even the universe, piracy could 
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play its part in our lives again. 

Piracy will most likely flourish either after a major war, 
when the space fleet is weakened and trade flourishes 
during the rebuilding. Or as man starts to spread rapidly 
through the stars, setting up new colonies and establishing 
trade routes before a military space fleet comes into 
being. 

The other thing which would probably inhibit pirate 
activity is FTL communications. Good communications 
would make it too easy for the authorities to coordinate, 
and it eon be too easy for one victim to warn all the other 
eit communications would mean that 
: irts of a solar system would be 
wVery much like the sailing 


space mining makes gold or] 
diamonds common place, what is 
outthere of value? Goods produced 
in zero-G will most likely be made in 
close orbit. Who knows though? All kinds of things 
could be found out there. But | think the best opportunity 
for profit is in the discovery of alien civilizations. 

Has there been contact with aliens? Are the aliens 
more advanced than humanity, less advanced, or have 
they simply progressed along a different path? Trade in 
artifacts could be hugely profitable... 

See you in space! 
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introduction 


it’s 2021 and the dream is dead. 

“The American dream died a slow, wheezing death - roughly 150 years 
of vigor, followed by 50 years of twilight, followed by a long 30 years of 
invalidity. That's why no one saw trhe end coming and why so few 
AD is have accepted the demise of their cherished ideals to this day. 
Americans are naive. They were trained long age to believe in Hollywood, 
and Hollywood told them the end would come swiftly...” 

The future is here, and its name is Underground. The future in game 
presentation, thatis. Mayfair Games have spared no expense to bring out 
the most gorgeous role playing game currenly on the market. This 
prettiness is notjust obtained from colour pictures, but colour text denoting 
importantwords, with the definitions in the borders ofthe page inthe same 
colour. The borders themselves also contain certain subheadings that 
assist the reader to find what they are looking for in the rules. Other games 
should learn from this. 


lack of Indexisa major gripe with any rules and | believe ahuge flaw in what 
otherwise is anexcellentpresentation. - 
Characters > - 4 
The charactersin Underground mostly are “boosted veterans” - gened 
and cybered up soldiers leftover fromthe many Wars thathave been fought 


between now and when the game is based. They seek employment and 
some form of direction in their lives, but unfortunately most of the population 
have prejudices.against. the veterans..The Vets are finding it difficult to 
receiveafairgo. 

The name Underground comes from one of the groups fighting for the 


System 
The guts of the Underground game system is founded on the player 
realising the difference between the game "units" and the real world 
"values". Aunitis ameasurementof game statistic (Speed 5is aunit; 100 
kilogramsis a "value"). Values double for every three units in Underground. 
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Achartis provided for reference for values up to unit 35. For example, Unit 
7 canbe 500 Ibs., 50 feet, 20 seconds or 250 cubic feet (the example given 
forthisis a"bathroom"). Unfortunately, havingto transfer "real world" values 
like this makes the Underground system very apparent, where mostother 
systems seem to fade into the background and become less important than 
the playing itself. This is not too bad though. 

The main system for dice in Undergroundis the old venerable standby, 
ihe D10. The Game Master is required to roll quite a few D10s in this 
system; whenevera player performsa “challenge” (aka "skill test") notonly 
does the player roll 2d10 and add the appropriate attripute/skill, butso does 
the GM - sortoflike the resisted skill test, except this occurs mostofthe time. 
This can be quite annoying to a GM, especially a novice one, who has 
definitely more things to be concerned about then rolling dice all the time. 


Background 


Put purely, the politics/background in this game are rather radical and 
are sure to go way oversome player's heads. These are above and beyond 
that aura which the game initially produces, of "big guns dude!!", butlam 
sure that the interest in this game will wane if thatis all that is done with it. 
Getting deeper into the politics is what this game is about, but it will be so 
easy to just throw such important things aside and concentrate on beating 
the crap out of anything that happens to walk by - and the game wili suffer 
for it. The story "hooks" also have a rather lack of variety - mostofitis “get 
the mission - killthe bad guys - get the money’ type stuff, andin the end this 
can getvery boring. Aninventive GM, however, can turn this game into one 
that will be played over and over. 


Conclusion 


There are some big problems in Underground. The only one thathas 
any real hassle in my opinion is the amount of dice rolling, which in my 
opinion will get rather annoying. Withits basis in comics (the mainone, I've 
heard, is called Marshall Law, though | have never seen this comic), itissure 
to pick up a good followingin those gamers who also read those comics. For 
my money, it's beautifully packaged and presented, but itsagame thatmay 
be let down by the emphasis on pure combat - something that not everyone 
is in to. 


Rating: Good. 
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Reviewed by Ice 


With most games| play, | either play them once, find out they 
weren't exactly what | wanted and never touch them again, or | 
play them continuously over a period of months. Initially Warlords 
ll was in the first category. When | first. saw it | was impressed 


by the quality of the presentation | and the amount. of trouble that 
SSG had gone fo in improving the original. Well, lets face it. It 
should have been good considering: how long past the initial 
release date we had to wait for it. However that was aboutit. Like 


the origina! Warlords, it never really grabbed me, | just couldn’t 
find myself taking time away from other things to play it. 
Then came a time when | had exhausted all of the other 
games | have on my hard drive and | decided to give SSG 
another chance. Needless to say that second time around | got 
hooked. For some reason ! couldn’t seem to leave it alone. 


Lunch breaks at work extended into the 2 hour realm. Going to 


bed at night turned into going to bed in the ea 
morning. If you’ve ever got engrossed in a ¢ 
you'll know exactly what |’m talking about. 

But enough of this rambling, the game i 
before | think SSG has done an excellent job 
package together. The graphics level is well and 
of war game packages although in my opinion still @ 
behind the better flight sims. The front end to the game ; 
really weil thought out with (at last!) heavy use made ¢ 
mouse button. Getting information about troops ar 
effortless without a long convoluted chain of | 
commands that seems the norm for most comput 
One of the really nice touches | thought is the four 
buttons in the command section of the screen. | tend 


the options that come pre-defined for these buttons but Ic can th 
how different people play differently and would like to redefine | 


these buttons to their own playing style. 

All in all, after several weeks playing and finishing a fe 
the larger campaigns, I’m impressed. There hasn't bee 
many war games that have held my attention for this lon 
| am still willing to go back and play some more games. { 
to play them with human opponents though because § 
other war game Al’s, once you've played it and fo 
weaknesses, it become relatively easy to beat, even on 
higher levels. 

Warlords II gives you the option of 8 players 
allcan be human or PC controlled. You can pla 
scenarios or choose a random map scenario. It als 
a small two piayer (one human one PC control 
quite adequately runs you through the conce 
pieces. 
starting 


improve iit 


relations. 


size. 
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Dark Sun 


Reviewed by Hugh 
Mungus 


TECH SPECS: Once installed, Dark Sun will occupy 15 


megabytes of your hard disk, which is fairly standard for this 
_type of game. However, once you progress a little in the game, 
_your saved games become larger and larger, until at the end of 


the game you may end up with files: that are over 1 megabyte in 
| found this a little annoying, as | was forced to continually 
save over pervious games in order to conserve space. Also, due 
to the size of the saved games, they took an aggravatingly long 
time to load and save. | ended up just using three save 
positions, which came to 3.5 megabytes! 

One of the nice features of the game was the continuous 
sound score. Dark Sun supports all the major sound cards such 
as Adlib, SoundBlaster, and Gravis, and if you don’t have any 
oucan still listen to the music through the PC speaker. 
he game is controlled either by mouse or keyboard. 
oes most of the work, but you can get around quite 
he keyboard if you don’t have a mouse once you 
ill the hot-keys. | found that it was often much faster 
‘eyboard hot-keys at any rate, especially when | 
ok at the map. Pressing O for Overhead Map, was 
an clicking through several menu screens. 

\CE: As with all SS] D&D games, the interface is a 
w, similar to that of the Ultima series, with a full 
n window, and a single icon which opens up all the 
e player. Although the concept for the game is 
m the ever-popular plethora of RPG games produced 
ath Knights of Krynn, Pool of Radiance, Treasures of 
Frontier to name but a few, Dark Sun is the first 
to use full VGA graphics and sophisticated 
alone makes Dark Sun well worth a look, 
a fan of the D&D series that SSI have been 
r of years now. 

over about the game, was that there are 
‘ies that were obviously overlooked by the 
me instances, the NPC’s appeared to be 
darge grey square, and often the members of 
rts of their bodies behind as they walked to a 
on on the screen. Another bug was the fact that 
k several feet beyond a teleporter before it would 
ially annoying, as | was compelled to 
y to make the teleporter work, when 
gramming error.) 

RPG’ s, at the start of the game, you 


| ended up going through the game with 
lities of my Cleric. 

aracter creation is an easy process, and is done well. By 
g on a dice you can continue to roll for a set of numbers 
ing to your abilities, or else you can just edit them to their 
maximum for each character. Their is a male and female 
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version of each character race so as to be a non-sexist RPG!, and | also noticed that the females did not suffer in any strength or 
intelligence losses, which my girlfriend was pleased about. 

Once you have a party, it’s time to start killing things, and in this game your chance comes very quickly indeed. You begin the 
game as slave gladiators, who must continually enter the arena and fight to the death. If you fight well, the crowd throw money 
to you, if not, well then, you’re just dead! After each fight you return to the slave pens, and it’s here the game really begins, because 
it is from here where you must escape. Once you have done this, it’s up to you to unite the rebel slave villages into a single military 
force, so that you can oppose the evil tyranny of Tectuktitlay, the Sorcerer-king of Draj. 

The combat in Dark Sun starts off fairly easy, and if you lose your first battle, then you shouldn't be playing RPG’s! However, 
as a new party, you are carrying only the most basic of weapons, and have no armour to speak of, so after one or two battles, it’s 
time to rest. To rest the party in Dark Sun, it is not just a matter of finding a nice quite spot. You can only regain your Hit Points 


at campsites which are located 


the campsite is through the , big bad guy. 


| ye-1oooo-1 
25.45 


i: 


Future 


Siwuial 
in Pragre: 


Fx brief description 
of Virtual Reality 


The basic idea of Virtual Reality (VR) is to provide a computer | 
generated 3D illusionary world, which you can enter, walk around in, 
look at from any position and angle, manipulate using natural hand 
gestures such as pushing and grabbing, and which completely sur- i 
rounds you. All this while sitting or standing in one place. These virtual 
worlds range from games, to buildings that have not been built, to 


| 
siniuiations of cieniicak moleculés iNet anyaiins tat eal De EhaWi) | finally someone has recognised it for potentially it’s biggest drawcard 
| 
i 
i 


in 3D. To create this illusion though, you need special hardware. 


iNusion by using stereo sound to reinforce it. 


The glove or Dataglove as it is known in the industry, is a glove 
with sensors all over it which can tell the computer the exact position | 
of your hand and fingers. It is usually represented asa picture ofahand | 
in the virtual world which matches the position and shape of yourhand. | 
By making a grabbing motion with your hand, the computers imaginary 


hand can grab an object in the virtual world, and you can then 
manipulate it. 


computer. Except that instead of flat icons and windows, you have solid 


three dimensional objects which you can walk around and view from | 
any angle. The worlds that you can enter are only limited by your 


imagination. 
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The most often promoted virtual reality hardware are headsets 
and datagloves. Basically the headset is a unit rather like a pair of scuba 
goggles or an air force pilots helmet. It has two small video screens 
mounted on the front, one for each eye. You cannot see anything but 
what is being displayed by the headset. This allows the computer to 
show you a 3D view of imaginary places and objects without any 
distraction from you ‘real’ surroundings. The computer knows where 
the headset is pointing and therefore knows which way you are | 
looking, so by turning your head, you can look around you to see whats | 
there. The headset may also have headphones built in to help create the : 


throughout the game. This can make things difficult, as in some areas the only way to 


True to all RPG’s, combat is controlled through the luck of the roll, with hit points, 
| amour class and THACO, along with the array of special bonuses gained through 
\ magical weapons, rings, amulets, scrolls and other miscellaneous items. The actual 
\ fighting is turn-based, unlike the real-time combat sequences in games like Eye of 
\ the Beholder or Lands of Lore. The battles are rnany, but | found that none reaily 
\ tested the party's ability, and | was never truly threatened, although if you didn’t rest 
\ for a while, you might find one of your characters falling by the wayside. The only 
\ exception to this is the final battle, which in comparison to other battles, is 
\ extraordinarily difficult. Instead of four 9th level monsters, you are faced with ten 
\ 15th level elite guards, five 12th mages, three 15th level giant scorpions, and a 
16th level army commander! (i am still trying to win this one!!) 

’ The stories and subplots are nicely complex, and you're guided from quest 
to quest with ease. However, there is a distinct lack of complex puzzles to really 
make you think, and the game is pretty much hack and slash to victory. 


Almost everyone had heard of, seen or maybe even experienced 
i, Virtual Reality. The media talks aboutit often enough for alotofpeople 
'| toask “Just whatis it?” Well if you have missed all the chances for demo 


games at the various shopping centres, now is your chance to have a 
go for real! 
CyberSpace Virtual Realityhas now opened at Forest Hill Chase 
Cantebury Road, Forest Hill). Some of us were fortunate enough to 
give the machines a whirl just prior to the official opening, and it would 
be fair to say we were impressed! While VR is certainly nothing new, 


-aS a games machine! CyberSpace have set up two sit down machines 
(as differs from the stand-up machines most people are familiar with) 
that run a game called EXOREX, a BattleTech-like simulator where the 
player is in control of a battle robot, fighting three other similar robots 
in a obstacle-littered combat zone. They also run FLYING ACES, a 
World War I simulator, which has such exciting things as a co-pilot that 
talks to you (even in an accent of your choice country) and a whole 
three-dimensional air battle ground to play in. This game is also very 
touchy on the joystick...but more on that later. 

The detail inside the games are excellent, which as it should be 
considering the processing power under each machine (Amiga 2000s, 
we are informed). Sound FX are also excellent- a full stereo soundtrack 
from speakers mounted in the helmet over each ear, and firing and 
moving sounds. The display is based around the position of the 
player's head (like most VR machines), so turning your head gives you 
the feeling of looking about your surroundings. This is also how 


:| targeting in EXOREXis achieved - turn your head to put the circle over 


:| the target and blaze away. Holding the circle over the target for 2 
The result of doing all this is rather like stepping into your : 


seconds enables the missile targeting and a missile will fire automaticaily. 


on each machine - however only one is required in this game. This 
means that while a player may be moving in one direction, he/she may 
be looking in another - which can confuse the novice player. A second 


| Movement of the robotis controlled by joystick, of which there are two 


In Flashback, you are Conrad 
B. Hart, a scientist who’s made “a 
horrifying discovery.” The problem 
is that you can’t remember what it 
was - not at the beginning of the game anyway. Aijl you 
remember is escaping from some sort of base on a hover-bike 
and getting shot down. The pursuers must have thought you 
dead. You may as well have been, lost in the deadly jungle of 
another world. From there, you must fight and think your way 
through three different worlds, find out exactly who you are and 
why you are on the run, and save the human race. Simple! 
Flashback is heralded by some as the sequel to “Another 
World”, though there is no connection between the two games 
except the stunning graphics presentin both. Delphine Software 
have improved immensely on the rather bland (but still excellent) 
graphics of Another World, wrapped it up in an good story and 
given the main character a big gun - always necessary parts in 
any decent game! (chuckle) : 
__ Truthfully, for whatis essentia va platform game it outshines 
ything that could be classed as similar. The (get crouse of 


button on top of the joystick brings up a 2D map that the player may 
look around and even use to control movement, but not shooting. 

As for FLYING ACES, both joysticks are used - one for control, the 
other for throttle. The guns are fixed forward like a true bi-plane, and 
the player must search the skies like a real World War I pilot to find the 
enemy. While the game is not difficult to learn to fly, fighting once you 
are in the air is another story all together - in training, the enemy planes 
conveniently fly in front of you, but as you progress you have to 
actively search for the enemy - as well as avoiding the ground based 
guns and perhaps taking shots at the German airship or the train. The 
ultimate battle is to face the Red Baron himself. 

CyberSpace plan to expand the system to four VR units, so that up 
to four people may play at once - the computer, while being reasonably 
intelligent, cannot surpass the stalking instincts of a human! 

Our initial reactions to this were surprise and then excitement. We 
literally lost all track of time while we were inside the machines, and the 
game itself is aheap of fun, though sometimes frustrating - though of 
course, no game is fun if it isn’t challenging. 

There are also more games on the way, including a dungeon 
adventure game where the player can pick a character type with 
different attributes and explore a multi-level dungeon. This is aimed 
at being along-term game, where players may store their characters 4 
as they progess and improve and move further into the dungeon 
This sounds very good and is another one being eagerly awaited. 

Both the VR units at Forest Hill are on wheeled-platforms, which the 


staff at CyberSpace tells us allows them to move them about - in this : 


case, upstairs to be in front of the cinemas. This is apparently going to 
be a regular thing on some nights, so that people wanting to play VR 
after shopping hours can still do so. 

When you get a chance, go out toForest Hill Chase and try out the 
VR game. It’s an excellent experience that will no doubt bring most 


Reviewed by Fastjax 
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; LA‘ wut = BAC K The makers of this game have 


come up with a good idea for 
having the player know as little as 
possible about his background, 
just like Conrad does. It’s an interesting format that allows the 
player to feel a real part of the adventure. 

The only drawback | find with the game is that there is no real 
“save” feature. You can save the game at various points, but 
those saved games will only exist while you continue to play that 
game - the moment you stop, they disappear. There is a 
password function so that when you pass a certain level, you 
collect a new password that you can use next time to reach that 
level without fighting your way there again. The annoying bit 
about that is that after playing for 3 hours and being frustrated 
by something later in the level, you can’t take a well-earned 
break (or sleep!) without knowing that when you play again, you 
will have to start right at the beginning of the level again. It's a 
drawback, but in my opinion a minor one, compared to the sheer 
greatness of the game as a whole. 

Combine all the great graphics in this game with effects like 
digitized sounds, a good bac . 
mode that gives 


people back for more in the quest to dominate over the computer 
opponent - as well as their friends. 
Thanks to the staff as CyberSpace 
Virtual Reality for the opportunity to 
try out the new and exciting games. 
We will definitely be going back. 
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Clubs: 


“ad @ ‘ 


Games Played: We do everything. 
Meeting Place: Lyndale Secondary College, Gladstone Road, 
Dandenong. 
Meeting Dates: Every Sunday (except for Convention Dates and 
the 26th Dec 93 and Jan 2nd 94) 
Meeting Time: 9.30am till 6.00pm 
Contact: Shane Ericksen , 7 Leslie Street Dandenong, 3175 
(03) 792 2473 
Description: We play any RPG’s, and have our own Role Playing 
Awards presentation at the end of the year. (This year: 3r 
December). We have over 30 members with a wide variety of 
interests. Currently 2 Wargaming Leagues are operating - 
Bloodbowl (16 Players, 4 Conferences) and Space Marine I 
(EPIC’s). In early 1994 a Warhammer Fantasy Battle and possibly 
a Warhammer 40K League will be running. (Also Wargaming 
Awards at the end of the year.) 
We have discounts running with most major game retailers. We 
have auctions several times a year and plan in 1994 to host a 
convention. 
Membership: $7.50/year for Students (Unemployed, etc) 
$15.00/year Employed 
92.00 per session fee. 
(Special offer - If you bring a friend and they become a member 
YOU recieve $5.00 back on their membership.) 


Spartacus, it was his idea.... 
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Movies: 


Clint Eastwood is recognised as the king 
of Westerns, and he certainly proved it when 
he produced, directed and starred in the mullti- 
Academy Award winning Unforgiven, what 
has to be the best Western of ail time. 
Eastwood's follow up is /n the Line of Fire, a 
movie that sees the veteran actor returning to 
a role similar to his Dirty Harry days - a rebel 
good guy, on the thin edge of the law. 

Eastwood is Frank Horrigan, an aging 
Secret Service agent closing on retirement 
fast. He’s undercover, busting acounterfeiting 
ring, when he’s told to investigate a “wacko” 
threatening the President, aregularoccurence 
but one the Secret Service has totake seriously. 
This leads to a dark telephone call that has 
Horrigan intrigued...and involved. As the 
story develops, we find out that Horrigan was 
one of the agents assigned to President 
Kennedy on that day in Dallas when the shois 
rang out, and he feels a need to repay the debt 
he left behind by his failure that time... 

in my opinion nothing makes a film more 
involving than an intelligent villain. In this 
case, that villian is brought to life by John 
Malkovich, a once under rated actor best 
remembered for "art" costume dramas 
(Dangerous Liasons). While Eastwood will 
most probably not walk away with an Academy 
Award, Malkovich definitely deserves one as 
aman who is both deadly caim and criminally 
insane at the same time. The reijationship 
between Malkovich’s and Eastwcod’s 
characters is central to the film as the cat and 
mouse game climbs towards its climax. The 
villain is willing to trade his life for the 
President's, and taunts Horrigan to find out if 
the Agent would do the same. 

The only place where this brilliant film 
appears to fall down is those parts invoiving 
Rene Russo (Lethal Weapon 3), the love 
interest. As Horrigan describes female Secret 
Service agents as “window dressing”, so it 
seems Russe is also in this film - her part is 
almost cardboard and seems to be an attempt 
to save In the Line of Fire from being an all- 
male feature. This is a smail gripe though in 
what is a tension packed, well structured and 
in my opinion fantastic thriller. 

Go see it! 


In the Line of Fire * * * * % 


Incoming! 
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Classifieds 


|For Sale: ‘Ere We Go (Orks 
in WH 40K). Mint condition, 
never used. $25 Jeremy 
(03) 885 8480 before 9 pm 
weekdays 


* Melbourne By Night 
Our city in the Future 
* Null-G Blues Part Two 
* The Roleplaying Art 
* Vengeance 
A Space Hulk mission 
* BattleTech 
* Vampire 
* And heaps more!! 


Wanted: BaittleTech 2750 
and 3025 Tech Readouts. | 
Daniel AH (03) 563 9668 


Final Word 


Come meet our friendly staff... 


Check out the huge range of 
Shadowrun & Cyberpunk 


Now downstairs in the Royal Arcade 


The first Role-play only Shop 
in Melbourne 


